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©1990 Macmillan/McGraw-Hill School Publishing Company. All Rights Reserved. 
Any duplication or unauthorized usage of the copyrighted material in this program 
may result in civil and/or criminal liability. 


International Standard Book Number: 0-676-32562-9 
Manufactured in the United States of America. 

PEANUTS games and manuals based on characters by Charles M. Schulz. 

Copyright ® 1985 United Feature Syndicate, Inc. All rights reserved. 

Graphics created with Penguin Software’s Complete Graphics System II by Mark Pelczarski 
and David Lubar. 

The word Apple is a registered trademark of Apple Computer, Inc. 

Apple Computer, Inc. makes no warranties, either expressed or implied, regarding the enclosed computer software 
package, its merchantability or its fitness for any particular purpose. 

This disk contains a high-speed operating system called Diversi-DOS’“, which is licensed for use with this program 
only To legally use Diversi-DOS with other programs, you may send $30.00 directly to; DSR, Inc., 5848 Crampton, 
Ct, Rockford, IL 61111 You will receive a Diversi-DOS utility disk with documentation. 












































G et ready for some number 
fun with all the Peanuts® gang! 

CHARLIE BROWN’S 
1,2,3’s will help young children 
learn to recognize numbers 
and to coimt objects. All 
you have to do is pick a 
number from 1 to 10 and the 
fim be^s. 

On Side 1, you can pick one 
of three learning activities — 
number recognition, coimting, 
or one that combines both 
skills. 


last night 1 
DREAAAEP I ATE 
5 PlZZASv 
ORU)AS IT 6? 




LET'S 

I HAVE 1 C0A\PUTER, \ 
1 DISK DRIVE, / 
1 MONITOR^^_f^ 


So get ready for a good time 
that mixes learning and fun 
in the wonderful Peanuts® way. 

Here’s what you’ll need 
to start; ' 

• an Apple® He, Apple® lie 
or Apple® 11+ with 64K 

• one Apple® disk drive 

• a monitor 

(color monitor preferred) 

- J. 


On Side 2, the single activity 
combines counting practice 
with the pre-math s kill of 
forming sets. 

CHARLIE BROWN’S 
1,2,3’s teaches the most 
important pre-math s kills 
every child must master before 
entering the exciting world 
of math. 











































*The first time you load this 
program, the Owner’s Frame 
appears instructing you to 
type your name and press 
RETURN. Be sure to type 
your name accurately. This is 
the only time your name can 
be entered. 



To begin playing either side: 

• Make sure the computer is 
off and the monitor is on. 

• Open the disk drive door. 


• Insert the CHARLIE 
BROWN’S 1,2,3’s disk into 
the drive. The side facing up 
is the side you will play. 

• Close the drive door. 

• Him on the computer and 
the program loads.* 

NE-TWORK 

The software you have purchased is sold for use on only one computer 
at a time. Use of this software on a network violates copyright law. In 
order to use this software on a network, you must contact your vendor 
or Queue, Inc. and obtain a contract signed by Queue. Pricing 
depends on the number of computers which will be on the network. 


KEEP THE CAPS 
LOCK KEY 
PEPRESSEP 
AT ALL TIMES. 
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J. ype 0 at the Title Frame 
on Side 1 to choose an activity: 
number recognition, counting, 
or one that combines both. 

If you don’t make a choice, 
the program will play the 
number recognition game. The 
program will stay at whatever 
level you choose time after 
time, until you pick a different 
one. 
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I U)ONDER UWAT 
NU^^BERTHIS IS? 




Need some help in learning 
to recognize numbers? The 
number activity is the game 
for you! 

The game begins with a 
number screen. Pick any 
number from 1 to 10 from 
the numbered boxes. You can 
pick by: 

1. pressing the SPACE BAR 
Each time you do, the box 
moves to the next number. 
When the box is aroxmd the 
niunber you want, press 


2. or using the and —» 

ARROW keys to move the box 
to your number. Then press 
RETURN. 

Now the number you 
selected appears above a 
group of objects. 

Find the number on the 
keyboard that matches the 
number and objects on the 
screen. lype the munber and 
watch the Peanuts® gang 
bring your objects to life! 


RETURN. 


Type 0 at the Title Frame 
to select the counting activity. 

Pick a number from the 
number screen by moving the 
box. Then press RETURN. 

Your number appears on the 
next screen. Now you have to 
make the objects appear. Press 



the SPACE BAR to add an 
object. Press the SPACE BAR 
and count. Make the number 
of objects match the number 
at the top. 

When you think you’ve got 
it right, press RETURN. The 
Peanuts® gang will do their 
best to use all the things you 
counted for them. 



If you cannot finish one of 
the activities, you can choose 
another number. Press ESC to 
go back to the number screen. 





























You can pick the combined 
number and counting activity 
after t 3 T)ing 0 at the Title 
Frame. 

Again, pick a number from 
the number screen. 

Then, count the objects with 
the SPACE BAR. Make them 
appear one by one until you 


think they match the number 
at the top. Then press 


RETURN. 

Before the Peanuts® gang 
will do their act, you need to do 
one thing more. Find your 
number on the keyboard and 
type it. If you’re right, you’ll 
see the fun begin. 




REAPY 
FOR THE 
Bi6 TIME ? 
CHOOSE 
NUMBER 
REC06NITI0N 
ANP 

COUNTING! 


J 


8 



I'P LIKE 
TO SEE 
THAT 
AGAIN, 

ANY CHANCE 
OF AN INSTANT 

replay? > 


When the animation ends, 
ret 5 T)e the number on the 
screen to see the Peanuts® 
gang act up once more. 

You can do this several times 
if you like. When you’re ready 
to play again, press RETURN. 
Pick a new number from the 



Sure. Use the ARROW keys 
to skip the number screen and 




pick the next highest or 
lowest number. 

Press -♦ to see the higher 
number. Press *r- to see the 
lower number. 


I'VE BEEN 
PLAY1N6 THE 
NUMBER GAME, 
NOU) I'P LIKE TO) 
COUNU lUHAT 
PO I PO? 


Tb change your activity, you 
need to go to the Options 
Frame. Press CONTROL X to 
end the game. Then Press 
RETURN at the Credits 
Frame. 

This will get you to the 
beginning of the program. 
Press 0 at the Title Frame and 
you can change your activity. 

Or you can reboot to begin 
again. 
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The activity on Side 2 also 
starts with a number screen. 

Press the SPACE BAR or 
ARROW keys to move the 
box to the number you want 
to learn. Then press RETURN. 

A new screen shows you 
the number you picked, a fun- 
filled Peanuts® picture, and 
a box with 10 objects in it. 

The 10 objects are a set. You 
need to move the right number 


TRY SIPE 2, 

Jbk 

r ‘ A 


of objects from the set to 
the picture. 

Press the SPACE BAR to 
move each object. 

When you think you have 
the correct number of objects 
inside the picture, press 
RETURN. 

If you’re right, you can 
watch the fun begin! 

This simple activity 
reinforces counting skills . 

It also introduces young 
mathematicians to the 
fundamentals of addition and 
subtraction by forming sets. 

After the animation is 
finished, you can: 

1. reanimate by pressing 
the number again 

2. press RETURN to pick 
a new number from the 
number frame 

3. use the ARROW keys to 
see the next higher or lower 
number. 






• DIRECTIONS; Press 
CONTROL and D to see a 
list of the special keys used 
in the game and to review 
how the game works. You can 
do this at any time the 
program is waiting for a 
response. 

• SOUND: Press CONTROL 
and Z to turn off the sound. 
Tb turn it back on, press 
CONTROL and Z again. You 
can do this whenever the 
program is waiting for 

a response. 

- - ■ 
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• EARLY OUT: Press 
CONTROL and X to end 
the game. 

• RETURN TO NUMBER 
FRAME: Press ESC during 
play. Or press RETURN 
when the animation is over. 

• NEXT NUMBER: Press the 
right ARROW key (-+) 
when the animation is over 
to pick the next number in 


sequence. 

• PREVIOUS NUMBER: 
Press the left ARROW key 
(^) when the animation is 
over to pick the previous 
number in sequence. 

• SIGNAL TO PRESS 
RETURN: If you hear three 
beeps, the program is 
waiting for you to press 
RETURN to continue. 


WISHING YOU COUNTLESS ) 
HOURS OF NUMBER FUN ! J 
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SUPPORT 


If you have any questions or problems, call Queue, Inc. at 1-800-232-2224 (in 
Connecticut, Alaska and Canada call 203-335-0908). Defective disks will be 
replaced free of charge up to 180 days after Invoice date. Disks damaged after 180 
days may be replaced at $10.00 for the first disk and $5.00 for each additional disk 
in a program. Mail the damaged disk(s) and appropriate payment to Queue at 338 
Commerce Drive, Fairfield, CT 06430, for a prompt replacement. 

Backup disks are available at $10.00 for the first disk and $5.00 for each additional 
disk in a program. Customers are limited to one backup disk for each disk 
purchased. Backup disks are for archival purposes only. 

Never expose any computer software to excessive heat or cold. Do not leave your 
software near a strong magnetic field such as might be produced by an electric 
appliance, stereo, or speaker magnet. Always place your software In Its sleeve 
when you are not using it. This will protect it from dust and finger prints. Finally, 
never touch the exposed parts of the disk which are visible through the holes in the 
disk cover. 























